Tuffpuppy the 
hero dog 


A tinny studios 
production 


The pitch 


Introduction 


This pitch bible is for those of you who would like to help make my passion 
project, Tuff the hero dog, into a real novel. This project has been in my head 
for a long time, and | always thought that it could work. | would love to have 
some help working on it. If you can, then lend a hand! 


Synopsis 


Tuffpuppy is about the title character going to the grand opening of a brand- 
new city/heaven for forgotten media, or at least that’s what was planned...You 
see fellow reader, that place, named Dreamland, is home to an unknown 


being of great power. One that can control the very fate of pop culture as we 
know it! It’s up to Tuff to save the day. 


The characters 


Tuffpuppy 


Tuff is the unfortunate main character that is stuck in Dreamland. 


The reason why he’s here is that he got an early invitation to check it out. 
However, due to ‘recent events’, Dreamland is now in ruins. The once grand 
and promising lands are now shells of their former self’s. Armed with only a 
pair of scissors, He has no powers or magical albitites. He is just a mild- 
mannered dog that just wants to get home. 


His personality is basically your stereotypical ‘Disney’ type character, (But not 
to Disney) A happy soul that just wants to have fun. He is Simple minded to 
the fact that Dreamland has been transformed into a cartoon hell-scape. 


| guess inspiration wise, the original concept of jimmy two shoes kind of 
inspired his role. 


Style-lighthearted, simple. 


Bobtholomule 


The founder and ruler of Dreamland, he is an all-around nice guy. “The boss” 
thinks that Bob is trespassing on his land, even though Bob has the paperwork 
that proves that he bought the land fair and square. He is also a collector of all 
things forgotten. He has trading cards, DVDs, CDs, figures...And! A mysterious 
named “The big book of obscure stuff,” which chronicles every single thing 
that humanity forgot. 


Style-royal, collector, classy. 


Bosses 


These people are the main baddies that Tuff 
has to defeat in order to save dreamland. 


“The boss” 


Since this section is about bosses, | might as 
well start with the main antagonist of this 
project. “The boss” is an entity of unknown 
origins. Said to be made of mountains worth 
of scrap, its full face and body has never 
been seen in full. Legend says that itis a 
humongous creature of epic proportions and 
is the very thing responsible for the attacks 
and takeovers in dreamland. His plan is to 
take over Dreamland and turn it back into No 
man’s land. A place that is the exact opposite to Dreamland. 


Once in a while, one of its arms bursts out of the ground at random to reck 
havoc so be careful. When you finally face it, it’s going to be one doozy of a 
battle. 


Style-Scrap metal, vintage tin cans, melted merchandise. 


The giant 


The giant is a creature that roams through Dreamland. His weapon of choice 
is ametal pipe staff. His animation style is that of puppetry. 


Style-Rusted metal 
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Chicka 


A diva vampire from Japan, she has come to visit the ongoing progress of No 
man’s land and help “The boss” out. Her main abilities include seducing 
innocent toons and sucking the “blood” out of them. If she doesn’t get you, 
then her pet turtle would. She also has a great singing voice. (In fact, that’s the 
reason why she’s famous overseas.) She is bilingual and can speak in 
Japanese and (slightly broken) English. Chicka thinks that western animation 
sucks “Botty woddy.” She is supposed to be a satire of Japan media and the 
country’s dominance in the US. 


Style-Pretty much anything Japanese, cute, gothic. 


EPIC MICKEY F 


THE POWER OF TWO 


FENTON 


Slim Tim 


The second of the three rejected blotworxs. He is the middle ground of the 
three, a bit stronger than caged but not quite as strong as big. 


The Tim’s Style-Ink splats, gears, discarded costume pieces. 
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Big Tim 


The third of the three rejected blotworxs that the mad doctor created. Big Tim 
is the strongest member of the Tims and is the last Tim that Tuff must fight. He 
is the leader of the Tim’s. 


Other (nightmarish) ideas 


e Pirates & Vikings 
e Sock Burglars & Bandits 
e Gangsters and mobs from the 30’s 
e Evil/ Mad Scientists & Monsters 
e Scrapers-Hunks of junk with car lights for eyes and sirens for mouths 
that live in the night. They let out a loud unearthly machine noise when 
they find prey. They are pretty much “The boss’s” watchdogs. 
e And hellish creatures such as Demons and Imps 


Areas 


The way that Tuff goes to different areas is via the service trolleys. These trams 
were designed for maintenance and for Bob to quickly hop from land to land 
quickly. The whole railway is kept underground and is only for employees. But 
after the attacks, Bob decides to give Tuff permission to use them. 


Main Worlds 
e Dreamland-A safe haven to forgotten toons made by 
Bartholomew. 
e Noman’s land- Is a place that is the exact opposite to Dreamland. 
Think of it as the yang to Dreamland’s ying. 


Lands 
Lands are mini worlds that are in Dreamland, each one has a unique 
theme. 


e 5th avenue-The main hub. 
e Tin pan alley (Minor.)-A alleyway full of comedy clubs and 
entertainment. 
e The paper crafted jungle-A jungle full of discarded paper crafts, art 
projects. 
e Technopolis-A retro future world. 
e Funk drive-A 60’s-70’s town. 
e Mega workz inc.-The factory responsible for the beetleworxs. 
e The old mill (Minor.)-A abandon dark ride in the outskirts of Dreamland. 
e The junkyard-The final and toughest world full of discarded stuff. 


Day and night system 


Dreamland has a morning to night system. This is pretty simple to explain 


style 


The style for Tuffpuppy is supposed to be half silly, lighthearted comedy. And 
half dark satire of how we humans neglect media. The comedy comes from 
Tuff not fully understanding the nightmare world that he’s in, the occasional 

stabs at greedy companies, and the strange things that happens in 
dreamland. “But that’s all low-brow tack!” you might be saying. WelL... If you 
want to know the true genius of Tuff, then | will tell you. The genius of Tuff 
comes from the many in-jokes hidden in plain sight. Like character cameos, 
references to cult classics, and even the dialogue has call backs. 


The media that Tuff uses is 2d while the backgrounds would use mini sets. In 
real life. (Late 40’s Max Fleischer style to be precise.) Art design is taken from 
various places. Each world that Tuff visits have a different style. Examples 
include funk drive having a 60’s-70’s art style reminiscent of album covers, 
animation, etc. While Technopolis is inspired by retro futurism, (50’s-mid 90’s) 
video games, outdated and failed technology. All with semi dark elements 
here and there. 


The feel of Tuff is supposed to evoke a 90’s-Mid 2010’s indie film aroma. 


Audience 


Tuff’s rating would most likely be a PG or PG-13. Anything that gets an adult 
rating is immediately unapproved, (Though some adult humor is fine, just 
don’t go overboard.) | want to make this novel for everyone that’s over 12-13. 
The novel is meant to have sort of the same feel to Rocko’s modern life in 


terms of content. (Though these were not direct inspirations, they are only for 
comparison.) 


Do’s and don’ts 


Do 


e Make the novel timeless. 
e Experiment with weird situations and/or include in jokes. 
e Fourth wall breaks are welcomed. 
e Experiment with elements from other types and time periods. 


Don’t 


e Make have any modern-day references or satire. 
e Make most of the humor on the nose. * 
e Make bathroom or toilet jokes, the world has enough of that kind of 
trash. 


